SPECIFICATION 
Video game program, video game device, and video game method 
TECHNICAL FIELD 

[0001] The present invention relates to a video game program, particularly a video game 
program for implementing a video game on a computer, and which can execute a game with a 
controller in which a character and a moving object are displayed on a monitor and the 
moving object is dispatched by a character. Furthermore, the present invention relates to a 
video game device and a video game method implemented with this video game program. 
BACKGROUND ART 

[0002] Various video games have been proposed in the past. One such game is a 
competitive video game, such as a baseball video game, wherein characters and moving 
objects are displayed on a monitor and competitive sports are carried out. This type of 
baseball video game includes a game in which a person playing the video game will operate 
the player characters on his or her own team with a controller and score points against 
another team, a game in which the game itself is primarily operated automatically and the 
video game player enjoys the game from the position of a team manager, and the like. With 
the former game, the video game player's own team will engage in offense and defense by 
operating the player characters with the controller so as to cause them to hit and throw the 
ball. In particular, when a player character is the pitcher, the video game player will cause the 
pitcher character to throw the ball to the catcher character simply by indicating the 
destination of the ball (the position of the catcher character's mitt) and the type of pitch to be 
thrown with the controller. The ball control by the pitcher character at this time is 
automatically determined according to the throwing ability of the pitcher character, the type 
of pitch specified by the video player, and the like. 
DISCLOSURE OF THE INVENTION 

[0003] In conventional video games, such as baseball video games, for example, when a 
video game player operates the player characters of his or her own team with a controller in 
order to scores point against another team, he or she will cause the pitcher character to 
automatically throw the ball to the catcher character simply by indicating the ball destination 
of the ball and the start of the pitch with the controller. Ball control by the pitcher character at 
this time is automatically determined according to the throwing ability of the pitcher 
character, the type of pitch specified by the video game player, and the like. Therefore, 
variations in ball control, such as the displacement of the ball at the destination and missing 
the destination, which can occur with the throwing operation of the pitcher character, are not 
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taken into consideration in conventional baseball video games. For this reason, the video 
game player cannot experience a sufficient degree of nervousness and a sense of realism 
when causing the pitcher character to throw the ball. 

[0004] An object of this invention is to enable a video game player to experience 
nervousness and a sense of realism when causing a video game character to dispatch a 
moving object, by making it possible to control the movement of the moving object during 
the video game character's moving object dispatch operation. 

[0005] The present invention is a video game program for causing a computer to 
implement a video game that can be executed by means of a controller, in which a character 
and a moving object are displayed on a monitor, and the moving object is dispatched by the 
character, the video game program comprising: 

[0006] (1) A first request receiving function that receives an operation initiation request 
from the controller in order to cause the character to initiate a dispatch operation up to the 
point of dispatching the moving object. 

[0007] (2) An operation display function that displays the dispatch operation of the 
character on the monitor when the first request receiving function receives the operation 
initiation request. 

[0008] (3) A second request receiving function that receives a request to dispatch the 
moving object from the controller when the dispatch operation of the character is displayed 
on the monitor by the operation display function. 

[0009] (4) A moving object control function that controls the movement of the moving 
object according to the timing at which the second request receiving function received the 
dispatch request. 

[0010] (5) A moving object display function that displays the moving object controlled by 
the moving object control function on the monitor. 

[0011] In a video game implemented with this program, the first request receiving 
function causes the character to initiate the dispatch operation up to the point at which the 
moving object is dispatched by the first request receiving function. The dispatch operation of 
the character is displayed on the monitor in the operation display function. When the dispatch 
operation of the character is thus displayed on the monitor, a request to dispatch the moving 
object is received from the controller in the second request receiving function, whereupon the 
movement of the moving object is controlled by the moving object control function, 
according to the timing at which the second request receiving function received the dispatch 
request. The moving object, for which the movement is controlled by the moving object 
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control function, is then displayed on the monitor by the moving object display function. 
[0012] When the dispatch operation of the character is displayed on the monitor, the 
request to dispatch the moving object is received from the controller by the second request 
receiving function. The movement of the moving object is then controlled by the moving 
object control function in accordance with the timing at which the second request receiving 
function received the dispatch request. Thereby, the video game player can control the 
movement of the moving object during the character's moving object dispatch operation, and 
can experience nervousness and a sense of realism when causing the character to dispatch a 
moving object. 

[0013] The video game program according to Claim 2 further implements a third request 
receiving function with the computer in the video game program recited in Claim 1. The 
third request receiving function receives a destination indicating request and trajectory 
properties specifying request from the controller, in order to indicate the destination and 
specify the trajectory properties of the moving object up to the destination, before the first 
request receiving function receives an operation initiation request. At this point, the moving 
object control function controls the movement of the moving object according to the 
destination indicating request and trajectory properties specifying request received by the 
third request receiving function. In this case, the moving object control function controls the 
movement of the moving object according to the destination indicating request and the 
trajectory properties specifying request of the third request receiving function, before the first 
request receiving function receives the operation initiation request, as well as according to the 
timing at which the second request receiving function received the dispatch request. Thereby, 
the video game player can control the movement of the moving object even before the 
character's moving object dispatch operation, as well as during the character's moving object 
dispatch operation, and the nervousness and sense of realism felt at the time the video game 
player causes the character to dispatch the moving object can be increased. 
[0014] The video game program according to Claim 3 further implements a dispatch 
ability storing function with the computer in the video game program recited in Claim 1 or 2. 
The dispatch ability storing function stores dispatch ability information for the character. At 
this point, the moving object control function references the dispatch ability information 
stored by the dispatch ability storing function and controls the movement of the moving 
object. In this case, the movement of the moving object is controlled according to the 
dispatch ability information for each character. Thereby, the video game player can 
experience a different nervousness and sense of realism for each character, when the moving 
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object is dispatched from a character. 

[0015] The video game program according to Claim 4 is the video game program recited 
in any of Claims 1 to 3, in which the moving object control function establishes the extent of 
the displacement of the moving object at the destination of the moving object, and controls 
the movement of the moving object, in accordance with the dispatch position of the moving 
object at the character at the time at which the second request receiving function has received 
the dispatch request. In this case, the moving object control function establishes the extent of 
the displacement of the moving object at the destination of the moving object, and controls 
the movement of the moving object, in accordance with the dispatch position of the moving 
object at the character. Thereby, the video game player can control the movement of the 
moving object when the character dispatches the moving object, and the nervousness and 
sense of realism that the player experiences when causing the character to dispatch the 
moving object can be increased. 

[0016] The video game program according to Claim 5 further implements a first timing 
display function on the computer in the video game program recited in any of Claims 1 to 4. 
The first timing display function displays a timing indicator showing the timing of the 
dispatch of the moving object, after the first request receiving function has received the 
operation initiation request. In this case, the timing for dispatching the moving object can be 
determined with the timing indicator, by means of the first timing display function. Thus, the 
timing indicator allows the video game player to experience nervousness as a result of 
determining the timing for dispatching the moving object while watching the timing indicator 
change constantly over time. 

[0017] The video game program according to Claim 6 is the video game program recited 
in Claim 5, in which the timing indicator is displayed in conjunction with the dispatch 
operation of the character. In this case, the timing indicator is displayed in conjunction with 
the dispatch operation of the character, and thus the video game player can experience 
nervousness and a sense of realism when dispatching the moving object from the character 
due to the timing indicator and the dispatch operation of the character. 

[0018] The video game program according to Claim 7 further implements a second 
timing display function with the computer in the video game program recited in any of 
Claims 1 to 6. The second timing display function displays the favorable or unfavorable 
results of the timing when the moving object was dispatched, by way of text or an image. In 
this case, in the second timing display function, the favorable or unfavorable results of timing 
when the moving object was dispatched are displayed with text or an image. Thereby, the 
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video game player can confirm the favorable or unfavorable results of the timing when the 
moving object was dispatched, by way of the text or image. In addition, the video game 
player can experience a sense of realism when the moving object is dispatched from a 
character due to the favorable or unfavorable results of the timing when the moving object is 
dispatched. 

[0019] The video game program according to Claim 8 is the video game program recited 
in any of Claims 1 to 7, in which the speed of the moving object is determined by means of 
controller operations from when the first request receiving function receives an operation 
initiation request until the second request receiving function receives a dispatch request. In 
this case, the speed of the moving object can be determined by operating the controller from 
when the first request receiving function receives the operation initiation request until the 
second request receiving function receives the dispatch request. Thus, the video game player 
can control the movement of the moving object during the character's moving object dispatch 
operation, and can experience nervousness and a sense of realism when the character 
dispatches the moving object. 

[0020] A video game device according to Claim 9 is a device which can execute, by 
means of a controller, a video game in which a character and a moving object are displayed 
on a monitor, and a moving object is dispatched by a character. 

[0021] This video game device comprises first request receiving means for receiving 
operation initiation requests from a controller in order to cause a character to initiate a 
dispatch operation up to the point of dispatching of a moving object; operation displaying 
means for displaying on a monitor the dispatch operation of the character when the first 
request receiving means has received the operation initiation request; second request 
receiving means for receiving the dispatch request of the moving object from the controller 
when the dispatch operation of the character is displayed on the monitor by the operation 
displaying means; moving object controlling means for controlling the movement of the 
moving object according to the timing at which the second request receiving means received 
the dispatch request; and moving object displaying means for displaying the moving object 
on a monitor, the movement of the moving object controlled by the moving object controlling 
means. 

[0022] The video game method according to Claim 10 is a method which can execute, by 
means of a controller, a game in which a character and a moving object are displayed on a 
monitor, and a moving object is dispatched by a character. 

[0023] This video game method comprises a first request receiving step for receiving 
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operation initiation requests from a controller in order to cause a character to initiate a 
dispatch operation up to the point of dispatching a moving object; an operation displaying 
step for displaying the dispatch operation of the character on a monitor when the first request 
receiving step has received the operation initiation request; a second request receiving step 
for receiving the dispatch request of the moving object from the controller when the dispatch 
operation of the character is displayed on the monitor by the operation displaying step; a 
moving object controlling step for controlling the movement of the moving object according 
to the timing at which the second request receiving step received the dispatch request; and a 
moving object displaying step for displaying the moving object on the monitor, the 
movement of the moving object controlled by the moving object controlling step. 
BRIEF DESCRIPTION OF THE DRAWINGS 

[0024] Fig. 1 is basic schematic view of a video game device according to one 
embodiment of the present invention. 

[0025] Fig. 2 is a functional block diagram that describes the principal functions of the 
CPU 7 shown in Fig. 1 . 

[0026] Fig. 3 is a flowchart showing the ball control controlling function for the pitcher 
in a baseball video game. 

[0027] Fig. 4 is a diagram showing a timing indicator changing in conjunction with the 
pitcher's throwing operation. 

[0028] Fig. 5 is a diagram for describing the extent of the displacement of the ball at the 
destination according to the timing of the throwing request received during the pitcher's 
throwing operation. 
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BEST MODE FOR CARRYING OUT THE INVENTION 
Constitution and operation of the video game device 

[0029] Fig. 1 shows the basic constitution of a video game device according to one 
embodiment of the present invention. This description uses a home video game device as an 
example of a video game device. The home video game device comprises a home game 
device unit and a home television. A recording medium 10 can be loaded in the home game 
device unit, and game data is appropriately read from the recording medium 10 and a game is 
executed. The contents of the game executed in this way are displayed on the home 
television. 

[0030] The game system of the home video game device comprises a control unit 1, a 
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storage unit 2, an image display unit 3, an audio output unit 4, and an operation input unit 5, 
each of which is connected over the bus 6. This bus 6 includes an address bus, a data bus, a 
control bus, and the like. The control unit 1, the storage unit 2, the audio output unit 4, and 
the operation input unit 5 are included in the home game device unit of the home video game 
device, and the image display unit 3 is included in the home television. 

[0031] The control unit 1 is provided mainly to control the progress of the entire game 
based on the game program. The control unit 1 comprises a CPU (Central Processing Unit) 7, 
a signal processor 8, and an image processor 9, for example. The CPU 7, the signal processor 
8, and the image processor 9 are each connected together over the bus 6. The CPU 7 
interprets commands from the game program and performs various types of data processing 
and control. For example, the CPU 7 commands the signal processor 8 to provide image data 
to the image processor. The signal processor 8 mainly performs computations in 
three-dimensional space, position conversion computations from three-dimensional space to 
an artificial three-dimensional space, light source computation processing, and the generation 
and processing of image and audio data. The image processor 9 mainly performs processing 
to write image data to be rendered to the RAM 12 based on the computation results and 
processing results of the signal processor 8. 

[0032] The storage unit 2 is provided mainly to store program data, various types of data 
used in program data, and the like. The storage unit 2 comprises a recording medium 10, an 
interface circuit 11, and RAM (Random Access Memory) 12, for example. The interface 
circuit 11 is connected to the recording medium 10. The interface circuit 11 and RAM 12 are 
then connected via the bus 6. The recording medium 10 is for storing program data for the 
operating system, game data comprising image data, audio data, and various types of program 
data, and the like. For example, this recording medium 10 is a ROM (Read Only Memory) 
cassette, optical disk, flexible disk, or the like on which program data for the operating 
system, game data, and the like are recorded. Note that the recording medium 10 also 
encompasses card-type memory; this card-type memory is mainly used to store various game 
parameters at the point of interruption when the game is interrupted. The RAM 12 is used to 
temporarily store various types of data read from the recording medium 10, and to 
temporarily record processing results from the control unit 1 . In addition to various types of 
data, address data showing the memory location of various types of data is stored in this 
RAM 12, and it is possible to specify and read and write to any address. 

[0033] The image display unit 3 is provided mainly to output, as images, image data 
written to the RAM 12 by the image processor 9, image data read from the recording medium 
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10, and the like. The image display unit 3 comprises a television monitor 20, an interface 
circuit 21, and a D/A converter (Digital-to-Analog converter) 22, for example. The D/A 
converter 22 is connected to the television monitor 20 and the interface circuit 21 is 
connected to the D/A converter 22. The bus 6 is then connected to the interface circuit 21. 
Here, image data is provided to the D/A converter 22 via the interface circuit 21, and is there 
converted to an analog image signal. The analog image signal is output as an image by the 
television monitor 20. 

[0034] This image data includes polygon data, texture data, and the like, for example. 
Polygon data is coordinate data for vertices that constitute a polygon. Texture data is directed 
at providing texture to the polygon, and comprises texture indicating data and texture color 
data. The texture indicating data is data for linking a polygon and texture, and texture color 
data is data for specifying the color of the texture. Here, polygon address data and texture 
address data, showing the memory location of each type of data, are linked to the polygon 
data and texture data. With such image data, the signal processor 8 performs coordinate 
conversion and perspective projection conversion, based on the distance data and rotation 
data of the screen itself (point of view), for the polygon data in three-dimensional space 
(three-dimensional polygon data) shown by the polygon address data, and replaces the 
three-dimensional polygon data with polygon data in two-dimensional space 
(two-dimensional polygon data). A polygon outline is constituted with a plurality of 
two-dimensional polygon data, and texture data specified by the texture address data is 
written to the interior of the polygon. In this way, objects with texture applied to each 
polygon can represent, for example, a coach character, a player character, a referee character, 
a ball character, and the like. 

[0035] The audio output unit 4 is provided mainly for output as audio data read from the 
recording medium 10. The audio output unit 4 comprises a speaker 13, an amplifier circuit 14, 
a D/A converter 15, and an interface circuit 16, for example. The amplifier circuit 14 is 
connected to the speaker 13; the D/A converter 15 is connected to the amplifier circuit 14; 
and the interface circuit 16 is connected to the D/A converter 15. The bus 6 is then connected 
to the interface circuit 16. Here, the audio data is provided to the D/A converter 15 via the 
interface circuit 16 and is converted to an analog audio signal. This analog audio signal is 
amplified by the amplifier circuit 14 and output from the speaker 13 as sound. Audio data 
includes, for example, ADPCM (Adaptive Differential Pulse Code Modulation) data, PCM 
(Pulse Code Modulation) data, and the like. In the case of ADPCM data, the sound can be 
output from the speaker 13 with the same type of processing method as described above. In 
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the case of PCM data, the PCM data are converted to ADPCM data in the RAM 12, and the 
sound can be output from the speaker 13 with the same type of processing method as 
described above. 

[0036] The operation input unit 5 primarily comprises a controller 17, an operation 
information interface circuit 18, and an interface circuit 19. The operation information 
interface circuit 18 is connected to the controller 17; and the interface circuit 19 is connected 
to the operation information interface circuit 18. The bus 6 is then connected to the interface 
circuit 19. 

[0037] The controller 17 is an operation device used for the player to input various 
operation commands and sends operation signals to the CPU 7 according to player operations. 
The following are provided on the controller 17: a first button 17a, a second button 17b, a 
third button 17c, a fourth button 17d, an up key 17U, a down key 17D, a left key 17L, a right 
key 17R, an LI button 17L1, an L2 button 17L2, an Rl button 17R1, an R2 button 17R2, a 
start button 17e, a select button 17f, a left stick 17SL, and a right stick 17SR. 
[0038] The up key 17U, the down key 17D, the left key 17L, and the right key 17R are 
used to provide to the CPU 7 commands to cause the characters and cursor to move up, down, 
left, and right on the screen of the television monitor 20, for example. 

[0039] The start button 17e is used when indicating to the CPU 7 to load the game 
program from the recording medium 10, or the like. 

[0040] The select button 17f is used when indicating various selections to the CPU 7, and 
the like, for the game program loaded from the recording medium 10. 

[0041] The left stick 17SL and the right stick 17SR are stick-shaped controllers having 
approximately the same constitution as a so-called joystick. The stick-shaped controller 
comprises an upright stick. This stick is inclinable, with a range of 360 degrees, including 
forward, back, left, and right, from the upright position centered on a fulcrum. The left stick 
17SL and right stick 17SR send x and y coordinate values with the origin being the upright 
position, according to the direction and angle of inclination of the stick, as an operation signal 
to the CPU 7 via the operation information interface circuit 18 and interface circuit 19. 
[0042] According to the game program loaded from the recording medium 10, various 
functions are allocated to the first button 17a, the second button 17b, the third button 17c, the 
fourth button 17d, the LI button 17L1, the L2 button 17L2, the Rl button 17R1, and the R2 
button 17R2. 

[0043] Note that each button and each key on the controller 17, excluding the left stick 
17SL and the right stick 17SR, are ON/OFF switches which turn ON when depressed from 



10 



the neutral position with the application of external pressure, and turn OFF upon returning to 
the neutral position when the pressure is released. 

[0044] The general operation of the home video game device with the constitution 
discussed above is described below. When the power switch (not shown) is turned on and the 
game system 1 is powered up, the CPU 7 reads image data, audio data, and program data 
from the recording medium 10, based on the operating system stored in the recording 
medium 10. All or part of the image data, audio data, and program data read is stored in the 
RAM 12. Then, the CPU 7 issues commands for the image data and audio data stored in the 
RAM 12, based on the program data stored in the RAM 12. 

[0045] In the case of image data, the signal processor 8 performs position computation, 
light source computation, and the like for characters in three-dimensional space, based on the 
commands from the CPU 7. Next, the image processor 9 performs writing and the like of 
image data to be rendered to the RAM 12, based on the computation results from the signal 
processor 8. The image data written to the RAM 12 are then provided to the D/A converter 17 
via the interface circuit 13. The image data are converted to an analog video signal with the 
D/A converter 17. The image data are then provided to the television monitor 20 and 
displayed as images. 

[0046] In the case of audio data, first, the signal processor 8 performs processing to 
generate and process audio data based on a command from the CPU 7. For example, 
processing to convert pitch, add noise, set an envelope, set the level, add reverb, and the like 
is performed for the audio data. Next, the audio data is output from the signal processor 8 and 
provided to the D/A converter 15 via the interface circuit 16. Here, the audio data are 
converted to an analog audio signal. The audio data are then output as sound from the speaker 
13 via the amplifier circuit 14. 
Various functions in the video game device 

[0047] The video game executed in the video game device is, for example, a baseball 
video game with a pitcher's ball control controlling function. Fig. 2 is a functional block 
diagram for describing the functions of the CPU 7 shown in Fig. 1. The ball control 
controlling function of the baseball video game device, which plays an important role in this 
invention, is described using this functional block diagram. 

[0048] The baseball video game device is a baseball video game device which displays 
the pitcher character and the ball on the television monitor 20, and in which a baseball video 
game, in which the ball is thrown by the pitcher character, can be executed with the controller 
17. The baseball video game device comprises first request receiving means 101, operation 
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displaying means 102, second request receiving means 103, third request receiving means 
104, dispatch ability storing means 105, moving object controlling means 106, moving object 
displaying means 107, and timing displaying means 108. 

[0049] The first request receiving means 101 is a means for receiving an operation 
initiation request from the controller 1 7 in order to cause the pitcher character to initiate the 
dispatch operation up to the point of dispatching the ball. In the first request receiving means 
101, the CPU 7 is caused to recognize the operation initiation request from the controller 17 
as a control command, whereby the pitcher character is caused to initiate the dispatch 
operation until the ball is dispatched. 

[0050] The operation displaying means 102 is a means for displaying the dispatch 
operation of the pitcher character on the television monitor 20 when the first request 
receiving means 101 receives the operation initiation request. In the operation displaying 
means 102, when the operation initiation request from the controller 17 is recognized by the 
CPU 7 as a control command in the first request receiving means 101, the CPU 7 issues a 
command for the television monitor 20 to display the pitcher dispatch operation of the 
character. Based on the command from the CPU 7, the image data for the pitcher character is 
processed by the signal processor 8 and the image processor 9, the processed image data is 
provided from the RAM 12 to the television monitor 20, and the pitcher dispatch operation of 
the character is displayed as a moving image on the television monitor 20. 
[0051] The second request receiving means 103 is a means for receiving the request to 
throw the ball from the controller 17, when the pitcher dispatch operation of the character is 
displayed on the television monitor 20 by the operation displaying means 102. In the second 
request receiving means 103, the request to throw the ball by operation of the controller 17 is 
recognized as a control command by the CPU 7, when the pitcher dispatch operation of the 
character is displayed on the television monitor 20 by the operation displaying means 102. 
[0052] The third request receiving means 104 is a means for receiving the destination 
indicating request and trajectory properties specifying request from the controller 17, in order 
to indicate the destination and to specify the trajectory properties of the ball up to the 
destination, before the first request receiving means 101 receives the operation initiation 
request. In the third request receiving means 104, the destination and trajectory properties of 
the ball up to the destination can be specified, before the CPU 7 is caused to recognize the 
operation initiation request from the controller 17 as a control command in the first request 
receiving means 101. This is implemented by causing the CPU 7 to recognize the destination 
indicating request and the trajectory properties specifying request from the controller 17 as 



12 



control commands. 

[0053] The dispatch storing means 105 is a means for storing the throwing ability data of 
the pitcher character. In the dispatch storing means 105, the pitcher character's throwing 
ability data is read from the recording medium 10 and stored in the RAM 12, based on a 
command from the CPU 7. 

[0054] The moving object controlling means 106 is a means for controlling the 
movement of the ball according to the timing at which the second request receiving means 
103 received the throwing request. The moving object controlling means 106 references the 
throwing ability data stored in the dispatch storing means 105 and controls the movement of 
the ball. In addition, the moving object controlling means 106 controls the movement of the 
ball according to the destination indicating request and trajectory properties specifying 
request received from the third request receiving means 104. Furthermore, the moving object 
controlling means 106 sets the extent of the displacement of the ball at the destination thereof 
and controls the movement of the ball, according to the dispatch position of the moving 
object at the character, for the timing at which the second request receiving means 103 
received the throwing request. In the moving object controlling means 106, the movement of 
the ball is controlled by the CPU 7, in accordance with the timing at which the request to 
throw the ball sent by the controller 17 was recognized as a control command by the CPU 7 
in the second request receiving means 103. At this time, the moving object controlling means 
106 causes the CPU 7 to reference the throwing ability data stored in the RAM 12 in the 
dispatch storing means 105 and causes the CPU 7 to control the movement of the ball. Also, 
the moving object controlling means 106 causes the CPU 7 to control the movement of the 
ball according to the destination indicating request and the trajectory properties specifying 
request recognized by the CPU 7 in the third request receiving means 104. Furthermore, with 
the moving object controlling means 106, the CPU 7 causes the signal processor 8 to compute 
the extent of the displacement of the ball at the destination of the ball and the CPU 7 is 
caused to control the movement of the ball, when the CPU 7 causes the ball to be dispatched 
from the pitcher character based on the throwing request recognized by the CPU 7 in the 
second request receiving means 103. 

[0055] The moving object displaying means 107 is a means for displaying the ball, the 
movement of which is controlled by the moving object controlling means 106, on the 
television monitor 20. With this moving object displaying means 107, the movement of the 
ball controlled by the CPU 7 in the moving object controlling means 106 is processed as 
image data by the signal processor 8 and the image processor 9, the processed image data is 
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provided to the television monitor 20 from the RAM 12, and the movement of the ball is 
displayed on the television monitor 20 as a moving image. 

[0056] The timing displaying means 108 is a means for displaying the timing for 
dispatching the ball after the first request receiving means 101 has received the operation 
initiation request. With this timing displaying means 108, the timing for dispatching the ball 
is displayed with a timing indicator. In addition, the favorable or unfavorable results of the 
timing when the ball was dispatched are displayed with text or an image by the timing 
displaying means 108. With this type of timing displaying means 108, the CPU 7 issues a 
command to cause the timing for dispatching the ball to be displayed on the television 
monitor 20, after the operation initiation request sent from the controller 17 is recognized by 
the CPU 7 in the first request receiving means 101. Based on this command from the CPU 7, 
the timing for dispatching the ball is computed in real time by the signal processor 8. Based 
on the results computed in this way, image data corresponding to the timing indicator, and 
text or an image are written to the RAM 12 by the image processor 9. The timing indicator 
showing the timing for dispatching the ball and favorable or unfavorable results of the timing 
when the ball was dispatched are provided as image data to the television monitor 20 from 
the RAM 12 and displayed on the television monitor 20. 

Overview of the execution of the pitcher's ball control controlling function in the baseball 
video game 

[0057] An overview of the execution of the pitcher's ball control controlling function in 
the baseball video game in this embodiment is described using the flowchart shown in Fig. 3. 
[0058] In a baseball video game which displays a pitcher character and a ball on a 
television monitor 20, and which causes a ball to be thrown by the pitcher character by means 
of a controller 17, the destination will first be indicated and the trajectory properties of the 
ball up to the destination will be specified in the third request receiving step (SI). Next, in the 
first request receiving step, the operation initiation request is provided to the pitcher character 
from the controller 17 and the pitcher character is caused to initiate a throwing operation 
(S2). 

[0059] Thereupon, in the operation displaying step, the pitcher character's throwing 
operation is displayed on the television monitor 20 (S3). At this time, in the timing display 
step, the timing indicator for showing the timing for the pitcher character to throw the ball is 
displayed (S4). The speed of the ball is determined by operating the controller 17 (S5). In this 
state, when the pitcher character receives the throwing request from the controller 17 in the 
second request receiving step (S6), the timing at which the pitcher character throws the ball is 
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determined (S7). Thereupon, in the timing display step, the favorable or unfavorable results 
of the timing at which the pitcher character throws the ball are displayed with text or an 
image (S8). Furthermore, the throwing ability data for the pitcher character in the dispatch 
storing step, and the trajectory properties which are specified in the third request receiving 
step, are referenced in the moving object controlling step (S9, S10). The extent of the 
displacement of the ball at the destination is then determined based on the throwing ability 
data and the trajectory properties, and according to the timing at which the pitcher character 
throws the ball (Sll). Finally, the ball is dispatched from the pitcher character toward the 
destination and the dispatched ball is displayed on the television monitor 20 by the moving 
object displaying step (SI 2). 

Overview of the processing of the ball control controlling function of the pitcher in the 
baseball video game 

[0060] An overview of the processing of the ball control controlling function of the 
pitcher in the baseball video game is described below. 

[0061] In the ball control controlling function of the pitcher in the baseball video game, 
the destination and trajectory properties indicated from the controller 17 in the third request 
receiving means 104 are recognized by a control unit 1 including the CPU 7 (SI). Then, in 
the first request receiving means 101, the operation initiation request indicated by way of the 
controller 17 is recognized by the control unit 1 (S2). Thereupon, in the operation displaying 
means 102, the command for the pitcher character's throwing operation to be displayed on the 
television monitor 20 is issued by the control unit 1 (S3). Based on the command from the 
control unit 1 , the image data for the pitcher character is processed by the signal processor 8 
and the image processor 9, the processed image data is provided from the RAM 12 to the 
television monitor 20, and the pitcher character's throwing operation is displayed as a moving 
image on the television monitor 20 (S3). At this time, in the timing displaying means 108, the 
timing for dispatching the ball is displayed on the television monitor 20 with the timing 
indicator (S4). When the controller 17 is operated, the control unit 1 can be caused to 
recognize the speed of the ball (S5). When the throwing operation of the pitcher character is 
displayed on the television monitor 20 in the operation displaying means 102, the control unit 
1 is caused to recognize the ball throwing request in the second request receiving means 103 
by operating the controller 17 (S6). Thereupon, in the timing displaying means 108, the 
timing at which the pitcher character throws the ball is recognized by the control unit 1 (S7). 
[0062] The favorable or unfavorable results of the timing at which the pitcher character 
throws the ball are determined by the control unit 1 and displayed on the television monitor 
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20 with text or an image stored in the storage unit 2 (S8). Furthermore, in the moving object 
controlling means 106, the control unit 1 is caused to recognize the throwing ability data of 
the pitcher character stored in the storage unit 2 in the dispatch storing means 105 (S9). While 
the control unit 1 references the throwing ability data of the pitcher character and the 
trajectory properties recognized by the control unit 1 in the third request receiving means 104 
(S9, S10), the extent of the displacement of the ball at the destination is computed and set by 
the control unit 1 according to the timing at which the pitcher character throws the ball (SI 1). 
Then, in the moving object displaying means 107, the image data for the ball is processed by 
the control unit 1 , the processed image data is provided to the television monitor 20 from the 
storage unit 2, and the movement of the ball is displayed on the television monitor 20 as a 
moving image (S12). 

[0063] Each of the means in the pitcher's ball control controlling function processed in 
this way are described below. 

[0064] The first request receiving means 101 receives an operation initiation request from 
the controller 17 in order to cause the pitcher character to initiate the throwing operation up to 
the throwing of the ball. In this first request receiving means 101, the operation initiation 
request is received by the control unit 1 by pressing the third button 17c of the controller 17. 
The pitcher character is then caused to initiate the throwing operation and throw the ball. 
[0065] The operation displaying means 102 displays the throwing operation by the 
pitcher character as a moving image on the television monitor 20. For the pitcher character 
displayed here, the pitching form is set for each pitcher character. The pitching forms include 
overhand throw, three-quarter, sidearm throw, underhand throw, and the like, for example, 
and these pitching forms are stored in the storage unit 2 and appropriately called from the 
storage unit 2. 

[0066] The timing displaying means 108 displays the timing indicator 50 on the 
television monitor 20 in order to show the timing for throwing the ball, after the first request 
receiving means 101 has received the operation initiation request. The timing for the pitcher 
character to throw the ball can be determined with the timing indicator 50. The timing 
indicator 50 comprises, for example, a timing meter 51 which is long in a vertical direction, 
and a timing bar 52 whose length changes from top to bottom on the timing meter 51, as 
shown in Fig. 4. The timing meter 51 is a yardstick for measuring the timing at which the 
pitcher character is to release the ball. Horizontal lines 53, 54, for showing the optimal 
release point for the pitcher character, are placed at a prescribed vertical interval on the 
timing meter 51. The vertical interval at which the horizontal lines 53, 54 are placed is set 
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according to the pitcher character's ball control. For example, when the pitcher character has 
superior ball control, the interval between the horizontal lines 53, 54 is set to be large; when 
the pitcher character has inferior ball control, the interval between the horizontal lines 53, 54 
is set to be small. 

[0067] The timing bar 52 is displayed on the timing meter 51, so as to operate in 
conjunction with the throwing operation of the pitcher character. This timing bar 52 is as 
shown in Fig. 4(a) and Fig. 4(b), for example. Once the pitcher character initiates the 
throwing operation, the timing bar 52 is shortened from top to bottom on the timing meter 51. 
Then, when the second request receiving means 103 discussed below receives the throwing 
request from the controller 17, the timing bar 52 stops. At this time, as shown in Fig. 4(c), 
when the timing bar 52 is in the upper portion of the timing meter 51 above the upper 
horizontal line 53, a state preceding the optimal state for release of the ball (early release 
state) is indicated. Also, as shown in Fig. 4(d), when the timing bar 52 is between the upper 
horizontal line 53 and the lower horizontal line 54 on the timing meter 51, a state in which 
the timing for the release of the ball is optimal (optimal release state) is indicated. 
Furthermore, as shown in Fig. 4 (e), when the timing bar 52 is in the lower portion of the 
timing meter 5 1 below the lower horizontal line 54, a state subsequent to that in which the 
timing for the release of the ball is optimal (late release state) is indicated. According to these 
various states (early release state, optimal release state and late release state), text or an image 
will be displayed on the television monitor 20 in the timing displaying means 108. For 
example, the text "Fast" is displayed in the early release state, the text "Good" in the optimal 
release state, and the text "Late" in the late release state. 

[0068] The second request receiving means 103 receives the request to dispatch the ball 
from the controller 17, when the pitcher character's throwing operation is displayed on the 
television monitor 20 by the operation displaying means 102. When the throwing request is 
received in the second request receiving means 103, the extent of the displacement of the ball 
at the destination is set, and the movement of the ball to the destination is controlled in the 
moving object controlling means 106. The extent of the displacement of the ball at the 
destination is determined according to the pitcher character's release point when the ball is 
thrown from the pitcher character during the throwing operation. At this point, the direction 
in which the ball deviates from the destination is determined depending on the direction in 
which the arm moves in the pitching form of the pitcher character. For example, when the 
pitching form of the pitcher character is an overhand throw, the ball tends to deviate vertically 
at the destination. When the pitching form of the pitcher character is a sidearm throw, the ball 
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tends to deviate to the left or right at the destination. Furthermore, when the pitching form of 
the pitcher character is a three-quarter, the ball tends to deviate at a 45 degree angle at the 
destination. 

[0069] The direction of the deviation of the ball at the destination is shown below for 
when the throwing request is received in the second request receiving means 103. For 
example, when the pitching form of the pitcher character is an overhand throw, as shown in 
Fig. 5, when the ball is released in the early release state, the ball is thrown higher than the 
destination specified in the third request receiving means 104 (optimal course). However, 
when the ball is released in the optimal release state, the ball is thrown on the optimal course. 
Furthermore, when the ball is released in the late release state, the ball is thrown displaced 
below the optimal course. Here, in the state in which the timing at which the ball was 
released is very early (excessively early release state), the ball is greatly displaced above the 
optimal course and misses. Also, in the state in which the timing at which the ball was 
released is very late (excessively late release state), the ball is displaced very far below the 
optimal course and misses. Note that when the throwing request was not received in the 
second request receiving means 103, the excessively late release state results and in this case, 
the ball is likewise displaced very far below the destination and misses. 

[0070] In the third request receiving means 104, the destination to which the pitcher 
character throws the ball and the trajectory properties of the ball as far as the destination can 
be specified. The destination of the ball specified at this time is in the vicinity of the catcher 
character, for example. The vicinity of the catcher character shown here is the ball placement 
when the pitcher character throws the ball to the catcher character. The ball placement can be 
specified with the up key 17U, the down key 17D, the left key 17L, and the right key 17R on 
the controller 17, for example. In addition, the trajectory properties include pitches such as a 
straight, two-seam fastball, four-seam fastball, slider, fast slider, cut fastball, curve, slow 
curve, drop curve, S slider, fork ball, palm, knuckleball, V-slider, change-up, split-fingered 
fastball, circle change, sinker, screw, fast sinker, fast screw, circle change, shoot, fast shoot, 
and the like. These trajectory properties can be specified with the up key 17U, the down key 
17D, the left key 17L, and the right key 17R on the controller 17, for example; the type of 
pitch specified is recognized by the control unit 1. Note that the extent of the displacement of 
the ball at the destination described for the second request receiving means 103 is influenced 
by the trajectory properties as well. When the ball is not released in the optimal release state, 
the extent of the displacement of the ball at the destination becomes larger according to the 
trajectory properties of the ball, for example in the order of: straight, slider, shoot, curve, fork 
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ball, sinker. 

[0071] The pitcher character's throwing ability data can be stored by the dispatch storing 
means 105. The pitcher character's throwing ability data includes information relating to the 
ball control of the pitcher character, for example. The information relating to the pitcher 
character's ball control varies depending on the circumstances during the pitch. The 
circumstances during the pitch in which the ball control of the pitcher character is varied 
include the number of runners on base, the highs and lows of the batter's batting average, the 
handedness of the batter, the highs and lows of the batting average in past games, and the 
ability of the catcher. Note that the pitcher character's throwing ability data influences the 
extent of the displacement of the ball at the destination described in the second request 
receiving means 103. For example, in the information relating to ball control included in the 
pitcher character's throwing ability data, the extent of the displacement of the ball at the 
destination decreases if the pitcher character has superior ball control. The extent of the 
displacement of the ball at the destination increases easily if the pitcher character has inferior 
ball control. 
Other embodiments 

[0072] (a) In the previous embodiment, an example using a home video game device was 
shown. However, video game devices can be similarly applied to video game devices for 
commercial use in which the monitor is integrated, and to personal computers, workstations, 
or the like, which function as video game devices by executing video game programs, and are 
not limited to the previous embodiment. 

[0073] (b) In the previous embodiment, an example using a baseball video game was 
shown. However, the video game may be any type of game, so long as it is a video game in 
which ball control can be controlled, without being limited to the previous embodiment. For 
example, the present invention can also be applied to a soccer game or the like, as an example 
of a video game in which ball control can be controlled. 

[0074] (c) In the previous embodiment, an example in which a timing indicator is 
displayed in conjunction with a pitcher character's throwing operation is shown; however, the 
timing indicator does not necessarily have to be displayed. For example, when the timing 
indicator is not displayed, the player causes the pitcher character to release the ball at the 
timing determined by the player to be optimal, while observing the pitcher character's 
throwing operation; and thereby the extent of the displacement of the ball at the destination is 
determined and the movement of the ball is controlled. 
INDUSTRIAL APPLICABILITY 
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[0075] In this invention, when the dispatch operation of the character is displayed on the 
monitor, the dispatch request to dispatch the moving object is received from the controller in 
the second request receiving function. According to the timing at which the second request 
receiving function received the dispatch request, the movement of the moving object is 
controlled by the moving object control function. Thereby, the player can control the 
movement of the moving object during the character's moving object dispatch operation and 
can experience nervousness and a sense of realism when causing the character to dispatch a 
moving object. 
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